Introduction
Game theory was originally built as a theory on the optimization of individual economic behaviour against opponents [1] , and it has been expanded to encompass evolutionary biology [2] [3] [4] . The most important issue in game theory is the dilemmas resulting from the discrepancy between the optimal strategy for an individual and that for the whole group [4] [5] [6] [7] [8] [9] [10] . These social dilemmas have been recognized frequently in daily life, e.g. dilemmas of vaccination [11] and dilemmas of traffic-lane change [12, 13] . They are the primary factors that hinder the promotion of cooperation. Therefore, many studies have aimed to explore the mechanisms that resolve the state of the dilemma conditions [4, 6, 7, [14] [15] [16] . A canonical model used here is a two-person pairwise game with an unlimited well-mixed population, in which two players choose either cooperation (C) or defection (D) [14] [15] [16] .
Two-person pairwise games are categorized into three types of dilemma games and two trivial games depending on the relative magnitudes of four elements in their 2 × 2 pay-off matrix: (1) Prisoner's Dilemma game (PD), (2) chicken game (CH; including hawk-dove game), (3) stag hunt game (SH), (4) all C (trivial C: TC) and (5) all D (trivial D: TD) [7, 17] .
In the PD game, known to have the strongest dilemma, it is very difficult to promote cooperation, as defection is the only strategy in its Nash equilibrium despite the best solution being the cooperation of all members [7, 18] . It is also known as the two-player version of public goods games [19, 20] . The CH game includes the famous hawk-dove game and snowdrift game [4] . In this game, the player receives greater damage when both defect than when he/she chooses cooperation but the opponent defects. This conflict often results in the stable coexistence of cooperators and defectors in a well-mixed population. The third type is the SH game, in which the player receives a greater benefit by choosing cooperation than defection when the opponent does cooperate [21] . Therefore, cooperation seems to be promoted more easily in the SH game than in the PD and CH games [7] . In the SH game, however, cooperation is likely to be disturbed because the benefit of both defectors is higher than that of an exploited cooperator. This situation in the SH game leads to two opposite Nash equilibria: all-defection and all-cooperation. Other than these three games with dilemmas, there are two trivial games with no dilemmas: all C (trivial C: TC) and all D (trivial D: TD).
Each of these five types of games is known to have a unique structure of dilemmas [7] . Because of this, these types of games are studied independently from each other. For example, the most difficult PD games have been studied extensively by introducing several reciprocity mechanisms [15] . In ecology, the hawk-dove game and other kinds of PD games have been studied to understand the evolution of cooperation in animals [2] . However, all three types of games (PD, CH and SH) and the two trivial games (TC and TD) could not be investigated in a single framework.
In this report, we propose a single game called a weight-lifting game that can evaluate all five categories together. In this game, a player has two choices: either carry (lift) a weight (cooperation: C) or pretend to carry it (defection: D); the possible combinations are (C, C), (C, D), (D, C) and (D, D). Both players gain a reward if a weight is successfully carried, but they suffer the penalty of failure if they fail to carry it. The success/failure of carrying the weight depends on the number of cooperators: the probability of success increases with the number of honest lifters.
This weight-lifting game becomes one of the five types depending on the specific values of the three probabilities p i (i = 0, 1, 2: the number of C). All five types of games are also quantitatively expressed by this game with a certain combination of success probabilities. Thus, the weight-lifting game is mathematically equivalent to all five categories of games. We also discuss the extension of this game to N-person games.
Model and results
In the weight-lifting game, baggage is carried by two players randomly selected from among an unlimited well-mixed population. Each player chooses a strategy from two choices: cooperation (C) in carrying the baggage by paying a cost (c ≥ 0) or defection (D) without any cost. If the baggage is carried successfully, both players obtain a gain (r > 0) irrespective of his/her strategy. For example, the net gain of a player is r − c if he/she cooperates in the successful case. By contrast, the gain is r if he/ she is defective but the baggage is successfully carried. In the unsuccessful case, both players pay a fine ( f > 0) in addition to the cost c of cooperation. Accordingly, the net gain is − f − c and − f for the cooperator and defector, respectively (figure 1a).
In terms of the probability of success p i , where i(=0,1,2) is the number of cooperators (0 ≤ p i ≤ 1), we introduce two parameters:
. These parameters express increments of the success probability by the presence of one cooperator. The difference between the success probabilities of two cooperators and no cooperator is Δp 1 + Δp 2 (figure 1b). The pay-off matrix of this game is represented in terms of the expected gains for two strategies (figure 1c): We consider a general set of C-D games satisfying three conditions R ≥ S, T ≥ P and T ≥ S for the four matrix elements R, S, T and P (figure 2a-e black inequality symbols). The first two conditions, R ≥ S and T ≥ P, express that cooperation increases pay-offs. The last condition, T ≥ S, represents that players with different strategies benefit the defector more than the cooperator. The three conditions indicate Δp 1 ≥ 0, Δp 2 ≥ 0 and c ≥ 0. In terms of the cost-to-benefit ratio c/b, the C-D games are classified according to whether the following inequalities are met (red inequality symbols in figure 2a-e).
Because Δp 1 , Δp 2 ≥ 0, the last inequality (iii) is automatically satisfied if either (i) or (ii) is satisfied. Accordingly, among four possibilities for whether or not conditions (i) and (ii) are met, only one (both met) is divided into two cases by the last condition (iii). In total, then, we have the following five cases to consider.
Trivial cooperation (TC): (figure 2a): R > T ≥ S > P, where all three conditions (i), (ii) and (iii) are met. Both players are cooperative in the Nash equilibrium.
Chicken game (CH): (figure 2b): T ≥ R ≥ S > P, where (i) and (iii) are met. A different set of strategies, (C, D) and (D, C), is the Nash equilibrium.
Stag hunt (SH): (figure 2c): R > T ≥ P ≥ S, where (ii) and (iii) are met. The two strategies (C, C) and (D, D) are the Nash equilibrium.
Prisoner's Dilemma (PD): (figure 2d ): T ≥ R > P ≥ S, where only (iii) is satisfied. The Nash equilibrium of (D, D) is not Pareto optimal.
Trivial defection (TD): (figure 2e): T ≥ P > R ≥ S, where none of the three conditions (i), (ii) and (iii) is met. Both players choose defection in the Nash equilibrium.
These results are summarized in figure 2f, which indicates that the game type is determined by the three parameters, Δp 1 , Δp 2 and c/b. Every possible C-D game of all five types corresponds uniquely to a certain set of the three parameters (see electronic supplementary material).
Analysis of model
The five types of C-D games are shown in a three-dimensional parameter space (Δp 1 , Δp 2 , b/c) ( figure 3a,  b) . Instead of c/b, the benefit-to-cost ratio b/c is used as the third axis. While the former is convenient for The relative magnitudes of Δp 1 and Δp 2 determine the boundary between CH and SH, and the game type becomes SH for Δp 2 > Δp 1 . This means that when the effect of an additional cooperator is increased synergistically, the number of cooperators increases. The CH game is obtained in the opposite case, Δp 2 < Δp 1 .
Here we show the relationship between the game classes (TC, CH, SH, PD and TD) of the current model and the two dilemma strengths introduced recently in the studies of game theory [17, 22, 23] . The game classes are determined by two dilemma strengths: (1) gamble-intending dilemma (GID) and (2) risk-averting dilemma (RAD). The former (GID) is the strength of dilemma that players try to exploit each other, while the latter (RAD) is the strength of dilemma that players try to prevent from royalsocietypublishing.org/journal/rsos R. Soc. open sci. 6: 191602 being exploited. They are given by the pay-off matrix elements (R, S, T and P in figure 1 ) as follows [17, 22, 23] :
Here the game class becomes TC when neither of the two dilemmas exists, because there is no dilemma situation. When only GID is positive, the game becomes CH. Conversely, when only RAD is positive, the game becomes SH. If both dilemmas are positive, the game becomes PD game. Note that RAD = 0 for Δp 1 = c/b and GID = 0 for Δp 2 = c/b. As Δp 1 increases, RAD decreases while GID increases. On the other hand, as Δp 2 increases, GID decreases and RAD increases. As c/b increases (from figure 4d-f to figure 4a-c) , the region in which GID and RAD are both positive enlarges, while the TC region shrinks. Accordingly. Cooperative behaviour becomes difficult to achieve.
Discussion
We proposed a weight-lifting game that covers all five types of games. Previously, the resolution of dilemmas has been studied for each individual game (PD game, hawk-dove games, etc.). We can now analyse the dilemmas in a unified manner using this single model. Depending on the three parameters-Δp 1 , Δp 2 and the cost-to-benefit ratio (c/b)-the game-theoretical behaviours of three dilemma games (CH, SH, PD) and two trivial games (TC, TD) are obtained in a unique manner. Therefore, players' optimal strategies may change as the parameters Δp 1 , Δp 2 and b/c vary. Because the change in game type represents a change in the strength of the dilemmas [7, 22, 23] , it is an interesting future problem to investigate concrete mechanisms for varying the parameter values to promote cooperative behaviour by weakening the strengths of the dilemma (figure 4). In the present model, the synergistic effect of cooperation [24] is represented in terms of Δp 1 and Δp 2 , which are the increases in the success probability by a single cooperator when there is no or one other cooperator, respectively. The boundary between CH and SH games is determined by their relative magnitude.
It should be noted that CH and SH games address different dilemmas. The gamble-intending dilemma (GID) in the CH game is the dilemma in which players exploit each other. The risk-averting dilemma (RAD) in the SH game is the dilemma of avoiding exploitation by the opponent [7, 17] . It is generally known that the promotion of cooperative behaviour is hampered more by GID than by RAD. In the PD game, which addresses both GID and RAD, the promotion of cooperation is hindered by these two dilemmas. The present model suggests that players' optimal behaviour may be changed by the synergetic effect [24] . Therefore, this model and its future developments should contribute to a full understanding of mechanisms for the promotion of cooperation.
Generalization to an N-player game appears to be a promising next step because it provides us with two advantages. The public goods game [25] has so far been focused on a single type of dilemma, e.g. the PD. The present game generalized to N players allows us to investigate all possible dilemmas in a unified manner. Another merit is that it allows investigation into how the synergetic effect works depending on the manner in which the success probability changes. A unified treatment of N players and the synergetic effect has not been made before, although the effect of N players and the synergetic effect [24] have been investigated separately.
In an N-player generalization of the present model, results different from that of the public goods game of a common type may be expected for the synergetic effect [25, 26] . While the success probability p i increases as the number i of cooperators increases, how the increment in p i varies determines whether synergy is effective or not. If p i increases linearly in i, the public goods game of a common type is obtained, in which cooperation is promoted when the expected utility Δp × (b/c) exceeds 1. By contrast, the success probability p i can be an arbitrary monotonic function in the present model. The synergetic effect depends on how Δp i varies. For example, in real-world society, it is expected that p i increases first slowly when there are a small number of cooperators, then moderately as the number increases, and finally slowly again when the cooperators become a dominant majority. In this case, there is a threshold value for the number of cooperators to promote cooperation. Moreover, defection is promoted as the population is saturated with cooperators. It is an interesting future problem to develop these ideas as N-player game simulations of realistic scenarios. The current model can be applied to the history of social revolution [27, 28] to discuss the causal mechanisms of the revolution by analysing the dependence of success probability on the number of cooperators. In the early phase of a social system, many people adopt a cooperative attitude to enhance the probability of success. As society develops, the necessary number of cooperators decreases, and selfish people begin to proliferate. Accordingly, occupations not directly necessary for the survival of society increase as well. Thus, the upsurges of art and literature in ancient times as well as video games and entertainment in modern times may be considered to be the result of a surplus of resources in a developed society. 
